Heliquary 


Tlie  collector  is  out,  a  tliief  picks  tliroii^li  tlie  treasure  looking  for  loot.  Everv)  Relic  wants  to  be  taken,  but  tliief 
can  carrv)  only  one. 

Eacli  plainer  portraits  a  relic,  sedu^cin^  tlie  tliief  to  steal  tliem  via  subliminal  spiritual  connection. 
20  tokens  per  plavjer.  Standard  deck  of  cards 


Setl3p 


All  plavjers  draw  cards  blind 
Eacli  reveals  card  to  otlier  plavjers 


Lurn 


Randomlv)  determine  Active  Plainer 
Active  Plav)  er  draws  new  card  (Boun t v) ) 
Reveals  Bounty  to  otlier  players 
Describes  event  from  tlieir  relic  s  past 

Moving  clockwise  from  Active  Player,  inactive  players  add  sometliin^... 

...positive  to  event  (forward  a  token) 

...negative  to  story  (forfeit  access  to  Bounty) 
Continue  around  ^roup 

If  2+  players  contributed  tokens  in  tliis  cycle,  renew  cycle.  Players  continue  adding  positives  (witli  token)  or 
forfeit 

If  1  player  remains.  Active  Player  takes  offered  tokens  in  exclian^e  for  Bounty.  Remaining  offered  tokens  and 
distributes  tliem  evenly  amon^  inactive  players 

If  no-one  offered  sometliin^  positive.  Active  Player  keeps  Bou^iity 

Turn  over  once  all  players  liave  been  Active 


End 


Once  3  turns  liave  ended,  openly  reveal  cards.  Tliief  takes  relic  witli  lii^best  card,  if  a  relic  liolds  niatcliiii^  pair, 
tliese  take  priority  (tliree  of  a  kind  are  even  more  lii^lily  sou^bt). 


